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Welcome to the world of the Action Repiay, we hope you find it of use and have 
great enjoyment in both using the parameters and finding them, giving your games 
a new lease of life. You might find things a bit tricky at first, especially understanding 
how to use some of the trainer modes but if you persist and follow the examples (even 
if you don’t possess the game in the example) things will start to make sense. If you 
don’t like the sound of the trainer yourself then you can skip this section entirely for 
the moment and go to the enclosed code cards where there are lots of finished 
parameters you can use immediately, all of which were found using the trainer - so 
it can be done! 


GAME BOY" js a trademark of NINTENDO™ 
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FITTING ACTION REPLAY 


Switch off your Gameboy™ and insert the Action Replay where the game 
normally fits, as in the diagram. Now fit the game to the connector of the Action Replay 


with the game design facing away from the console and make sure the fit is snug. 


Ensure that the switch on the Action Replay is off (to the right); now switch the 


Gameboy™ power switch to on. 


SLIDE SWITCH 


RESET BUTTON 


ACTION REPLAY 
CARTRIDGE 


CONNECTOR 


GAME BDY 
CARTRIDGE 


STARTING THE GAME 


At this point you will be presented with the normal Logo followed by a disclaimer 
screen. Press a key to go to the parameter screen. Again make sure the Action Replay 
switch is in the off position (to the right), if you do not do this the Hand Held may crash 


and require you to press the reset button. Then to enter and play the game as normal 
press start. 


ENTERING A PARAMETER 


lf you wish to enter a parameter then follow the procedure above until you get to 
the parameter screen with four rows of number zero’s. Select the parameter you wish 
to use from the enclosed cards or from whichever source you have (magazine, trainer 
etc.). Enter the parameters on the lines provided. If you need to enter more than one 
parameter simply use more of the lines. provided. Use the direction pad to control the 
cursor (the underscore which tells you which digit you are about to change) and use 
ithe A and B buttons to change the value of the digit. The sequence of digits goes 
0,1,2,3,4,5,6,7,8,9,A,B,C,D,E,F and then back to 0 again. When you have entered all 
the parameters you wish to, make sure the Action Replay switch is disabled (to the 
right) and press the start button to enter the game. When the game title screen 
appears then you may enable the parameters (move the switch to the left). To stop 
the parameter from taking effect at any time disable the Action Replay switch (move 
it to the right). 


USING THE TRAINER 


There is a reset button at the top of the Action Replay which is to activate the 
trainer. Before you start using the trainer there are one or two things you should 
understand. The firstis how the original programmer that wrote the game stores things 
like lives etc. There are over 8000 what could be termed bins (memory locations to 
the programmer). Each one of these bins contains a number between 0 and 255. The 
job of the trainer is to find which bin contains the number of lives etc. for a particular 
game (every game will use a different bin for lives so that is why parameters vary from 
game to game). The result is what you know as.a parameter or cheat. 


There are 5 different techniques, all of which could be used to find the same cheat 
although they use a different strategy, so each one has its own advantages. All the 
trainers have one thing in common, in that they work by tracking down a memory 
location by continually changing its value and re-examining with new rules e.g. you 
may have 5 lives and run the trainer, the Action Replay will TAG all the memory 
locations containing 5. You then restart the game, change the number of lives to 4 and 
continue with the trainer. The trainer will then run through memory finding all the 
memory locations that were 5 but have now changed to 4. If we repeat this process 
of changing values enough times we will track the exact parameter we need for 
unlimited lives. | will explain each trainer technique in turn and an example of how to 
use it. 


Technique 1 (Lives or known value) 


This is by far the most efficient and simple trainer to use. You must be able to 
count the feature you are looking for. For example if you start with 5 lives this would 
be the technique you would use as 5 is a countable number. If you were looking for 
energy and you could see on the screen 4 stars denoting how much energy you have 
left you would still use this technique as you can count 4 units. The following example 
is for SUPER MARIO LAND™ but even if you do not have this game then you can still 
follow these instructions as they can be applied to many games. 


1) Insert Action Replay and the game into the G a oe 
ameboy™ asm 
the manual. y™ as mentioned earlier in 


2) Move the enable/disable switch to the off (right) position 


| 3) The normal parameter screen will be shown. If the main menu is displayed then 
simply move the selector to the parameter screen option and press start. 


4) Start the game running so your character is under your control and able to move 


around. You will have two lives remaining. Now press the reset button on the Action 


Replay and the main menu will be displayed. 


9) Select the “START TRAINER’ option min up/dow irecti 
non the D 
then press the start button to select. id Aisle eran 


6) You are now mreeanied with the trainer opti 

; : ptions menu. Select the first option, 
LIVES OR KNOWN VALUE by pressing the start button when the selector is over 

this option - use the direction pad to select the correct option. 


7) Anew screen will appear asking you to “ENTER THE CU 

| will ap RRENT VALUE” and 

display the number “OO with a bar under the second 0. Enter the number 02 (you have 

° pie et x . had a different number of lives then obviously you would enter this 
ue instead) using the direction pad and the A and B keys. When | 

the correct value press the start button. , — 


8) After a couple of seconds a new screen will a 
: ppear displaying several options. 
Select the “RETURN TO GAME” option then press start to restart the and 


a sil hie character is moving, run into an enemy so that you lose a life. When 
your cnaracter is on his next life and able to move around the | 

| ra scree 

life remaining) press reset. ———— 


10) Select the “CONTINUE WITH TRAINER’ option and yet another screen will 


appear. Use the Direction pad and:A/B to enter 1 (or how many lives you currently 


have) and press start. After a brief period the message “only one possibility” will be 
displayed, therefore there is only one parameter that can be the correct one. If you are 
using a different game then you may not get this message yet, in which case you 
should repeat the procedure 8 - 10 using different values for the number of lives until 


you get down to one possibility. 7 


11) Select “LIST POSSIBILITIES” and take a note of this parameter and keep it 
handy. If you ever need infinite lives on this game then.you only need enter this 
parameter as explained earlier and not go through the whole trainer procedure again. 
(For SUPER MARIO LAND™ this is on the cards already so there is no need to take 


a note of it). 


12) Exit to the parameter screen and you will find that the only possibility has 
already been entered for you. Whenever you get down to one possibility and enter the 
parameter screen it will be assumed that you wish to use it. If you do not wish to use | 
it of course you may delete it or simply leave the enable/disabie switch off. Make sure 
the switch is disabled and press start. When the game starts move the switch to the 
on position (to the left) and you should have infinite lives! 


This technique is the one you will use in nearly all situations. 
Technique 2 - Known difference 


This technique is used where Technique 1 has failed but the number is still 
countable. This happens often when timers are being used and where numbers are 
larger than 99. In this example SUPER MARIO LANDTM is used. Again even if you 
do not have a copy of this game you can follow the general method. 


1) Insert the Action Replay and game cartridge in the normal manner. 


2) Switch the Gameboy™ on and switch the enable/disable switch to the off 
position (right). : 


3) Start the game and wait until you have 395 on the clock then press the reset 
button (if you have problems getting the time just right then press the pause button 
to make sure you are on the right value before you press reset). 


4) Select the start trainer option then the second technique “KNOWN DIFFER- 
ENCE”. If there is already a trainer active you must first select “RESET TRAINER” 


5). The Screen will show two options. Select the first option which is “ACCEPT ALL 
VALUES”. Press start to accept this value, so the next time you press the reset you 
will be comparing the time to 395. 


6) Select the “RETURN TO GAME?” option. 


7) Start the game then wait until the timer gets to 397 then press the reset button 
on the Gameboy™. 


8) Select “CONTINUE TRAINER’ option. 


9) You are now presented with a new screen and are asked to compare the new 
value with the old value.The old value in our case was 395 and the new value is 397 
So we enter “GREATER THAN LAST” and 2 because 397 is two more than 395. Use 
the Up/Down on the direction pad to select greater than or less than, then press start 
and enter the number 2 using the A and B keys and then press start again to accept. 


The next comparison will be with 395 so remember this number. 


10) You should now restart the game and repeat steps 7 - 10 each time pressing 
reset on different values between 391 and 399. Each time answer the question on the 
continue trainer screen comparing the initial value (395 in this case) and the new 


value. If you do this enough times (about 8) you will get the message “ONLY ONE > 


POSSIBILITY”. If you are trying a different game you may not get down to one 
possibility in which case just try the ones that you do find. If you get the message “NO 
POSSIBILITIES FOUND?” then you have probably made a mistake so go to the main 
menu and select the “CLEAR TRAINER?” option and start again. 


11) List the possibilities and take a note of them (or it) and enter it into the parameter 


screen in the normal way (if there was only one possibility left it will be entered 


automatically if there is space on the parameter screen). Start the game and then 
move the switch to the active position (left) and if you have entered the correct 
parameter then you will have infinite time (as the seconds never move below Oh: 


Technique 3 Energy bar 


This technique is very different from the first two and is especially useful where 
no number is known. The best example is an energy bar or meter where you can tell 
relatively how much energy you have i.e. full energy, 75% energy, 50% energy or 25% 
energy. We will use for an example this time Double Dragon™. The player’s health is 
an energy bar that starts off full and gradually falls as you are attacked by the enemy. 


1) Insert the Action Replay and game cartridge in the normal manner. 


2) Switch the Gameboy™ on and move the Action Replay switch to the off position 
(right) and enter the game. 


3) Start the game and as soon as your player can move around the screen press 
the reset, BEFORE any of the enemy do you any harm. 


4) Select the “START TRAINER’ option then select the “ENERGY BAR’ option. 
lf there is already a previous trainer active then you will need to select the “CLEAR 
TRAINER?” option first. | 


5) The screen will show two options, select the first one which is “ENERGY AT 
100%”. This now means that all further percentage references are to this energy level. 
The second option will exit back to the main menu in case you change your mind. 


6) Select the “RETURN TO GAME?” option and start playing the game. 


7) Lose some energy so that you have either 3/4 energy, 1/2 energy or 1/4 energy 
(these need only be approximate, not exact) and press the pause button. Now it is 
important to note where the energy bar is for the questions that follow in the trainer. 


8) Press the reset button and select “CONTINUE WITH TRAINER’. 


9) You are now presented with a new screen and are asked to compare the current 
value to the start value. The start value in this case was full energy so if for example 
the life bar was half way down then select the third option which is “25% TO 75%" (50% 
of course lies between these values) 


10) Restart the game and when you are able to walk around press the reset bution 
(you must have ALL your energy). 


11) Select “CONTINUE WITH TRAINER” and select the first option which is 
“ENERGY AT 100%’ i.e. exactly the same as the start value. Now repeat the steps 
6 to 11 several times losing different amounts of energy in stage 7 each time. The 
trainer will get closer to the correct parameter. When you have repeated this process 
at least 7 times list the possibilities and try them. | 


12) Write down the parameters and enter them on the parameter screen in the 
normal way (if you are lucky you will get only one parameter but you may end up with 
more). When the game’s logo appears enable the switch (left) and you should have 
infinite life. 


Technique 4 Change of status 


This technique is quite different from the others and may take a little time to grasp 
how to use it. The principle is that the parameter you are looking for has two distinct 


possibilities, either true or false. For example if we were searching for the power up © 


in Super Mario Land™ then we either have the mushroom or we do not, we cannot give 
any value to this feature. If you follow the steps below it will help you understand. 


1) Insert the Action Replay and game cartridge in the normal manner. 


2) Switch the Gameboy™ on and move the Action Replay switch to the off position 
(right) and enter the game. 


3) Start the game and pick up a mushroom so Mario™ becomes Super (you always 
start the trainer with the feature you want to exist i.e. in this case we want Mario™ 
always to be super) and press the reset button. 

4) Select the start trainer and then the “CHANGE OF STATUS?’ option. 

5) The screen will show two options, select the first which is “SCAN START 
VALUE”. This means that all references to start value from now on will be to Mario™ 
being super: 


6) Select the “RETURN TO GAME” option. 


7) Play the game to the point where you picked up the mushroom but do not pick 
it up; press the reset button instead. 


8) Select “CONTINUE WITH TRAINER”. 


9) Select the second option which is “OPPOSITE START” (you do not have the 
mushroom which iS Opposite to having it!). 


10) Restart the game and collect the mushroom SO Mario™ i is again super. Then 
press the reset button. 


11) Select Continue with trainer and select the first option which is “SAME AS 
START” (remember we Started with Mario™ sini super). 


1 2) Repeat steps 6 - 11 at least 4 times. 


13) List all the possibilities - you will probably find in this case there are 3 
possibilities left however many times you go through the above procedure. Take a 
note of them and try them in the usual manner. You will notice that the parameter 
0A0299FF will, when the switch is in the active (up) position, stop you from dying. 


Technique 5 Slow but sure 


This method is the last resort, if the other methods have failed try this technique. 
It works on a similar principle to Technique 4 and relies on just two possibilities, the 
start value and any value other than the start value. This could be used on any of the 
above examples but it is very slow and will require many attempts before the 
parameters will be worth trying. For example if you wanted to find lives ina game you 
could select 4 lives as your start value and any other value as the different value. The 
following example should make it somewhat clearer. The game | will use will be Super 
Mario Land™ | will search for the special ball you can fire when you pick the flower 


up. 
1) Insert the Action Replay and game cartridge in the normal manner. 


2) Switch the Gameboy™ on and move the Action Replay switch to the off (right) 
position and enter the game. | 


3) Start the game and continue until you pick up the flower and Mario™ can fire balls 
then press the reset button. , 


4) Select the “START TRAINER’ option then the “SLOW BUT SURE” technique. 


5) The screen will show two options; select the first which is “SCAN START 
VALUE”. This means that all references to start will mean when MarioTM has the 
flower. | , 


6) Restart the game. 


7) Play the game to a similar point to when you collected the flower in 3 above but 
do not collect it. 


8) Press the reset button and select “CONTINUE TRAINER” 


9) Select the second option which i is “DIFFERENT TO can (i.e. we do not have 
the flower). 


10) Restart the game, collect the flower and press reset. 


11) Select “CONTINUE WITH TRAINER” and select the first option which is 
“SAME AS START” (remember we started with the flower). 


12) Repeat steps 6 - 11 several times, the more times you do the more chance that 
the possibilities will be correct. 


13) List all the possibilities. Take a note of them and try them. If none of them work 
then you can continue the trainer as many times as necessary until you find the correct 
value. You will find that the parameter that works is OCO2B5FF. You. may think that 
this technique is the same as 4 but it is slower though a bit more reliable. To get this 
technique to work requires patience and practice but once mastered there will be few 
parameters that escape you. 


HELP 
Or what to do if in trouble. 
Q. The Nintendo™ logo is not displayed and the game just freezes. 
A. The Action Replay or the game are not inserted properly. Switch the machine off 
and go through the Fitting Action Replay section again, making sure the game is the 


right way round. 


Q. The parameter screen is not displayed when the power is switched on, it goes 
straight into the game. 


A. The batteries are probably beginning to fade. Simply press the reset button on the 
Action Replay to get the parameter screen. 


Q. After | have entered a parameter that is wrong how do | stop it being entered each 
time | wish to try a new parameter. 


A. Easy, select the “CLEAR PARAMETERS” a from the trainer menu then the 
“ENTER PARAMETERS’ option. 


Q. | can’t find a code for a game, | have tried several times but the “no possibilities” 
message keeps coming up. 
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A. Try a different technique - the “SLOW BUT SURE” technique is always a good one 
if you can get to grips with it, there is almost always a parameter there, you just need 
to find it! 
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